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1 Introduction

Thank you for downloading Seaquarium Curaçao and for taking the time to open (and maybe read) this document. I envisioned this park back in the summer of '12, during my second visit to the Caribbean isand of Curaçao. A well known tourist attraction there is the aquarium and its 'dolphin academy'. It felt like a bit theme park-y, but very tiny, and without any rides. I made some sketches of what the park could look like if some rides were added. Since the architecture was very repetitive (hexagons, hexagons, hexagons) and the landscaping not much more than rocks I thought that I could build this park in three weeks. Naturally, I made it bigger than I had originally envisioned, in both scale and scope. It took me over six years of some building rushes and long periods of nothing at all happening, but it seems I actually managed to finish it. Of course with the help of Pacificoaster who supplied the layout for the Intamin (so long ago that he may not even remember), Cedarpoint6 who gets the credit for the wooden coaster layout, CoasterCreator9 for some boats, robbie92, Coasterbill and Steve for testing and feedback, and some random people for maybe letting me steal their pictures for in this document.
- Liam

[image: image2.jpg]



2 Park concept
The concept is that the park started out as a simple aquarium on the island, without a big budget. Just the octagonal buildings, the animal exhibits and maybe a show or two. I suppose that at some point, a couple of rides were added, the wild mouse is from this era. The big breakthrough however came later, possibly during the 00's, when the park expanded and got a significant capital injection. The sea side of the park got redeveloped, the dolphin show got upgraded, and the park expanded on the mainland with two big coasters and a log flume as well. The new developments form a ring of high quality theming and big budget rides surrounding the old core.
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3 Inspiration
Making the park bigger than I originally intended was a good move in retrospect, because it allowed to me to give all my Curaçao inspiration a place in RCT. If I went with the original idea of a tiny map with only low budget generic architecture, I would have needed to do the Curaçaoan stuff elsewhere. It's always a good idea to focus as much inspiration into one project as possible. The things that I liked about Curaçao can be divided in four groups: 

1. Colonial architecture in the centre of Willemstad

2. Colonial architecture in the old suburbs of Willemstad

3. Rural Curaçao; the plantations, and the general landscape which is tropical, but quite arid. There are a lot of cacti and dry thorny bushes.
4. The general feel of a country that is considerately less developed than Western European countries, without being miserable. This is something you never get to see in RCT. And also the sense that Curaçao is like a tropical version of The Netherlands, which is kind of surreal.
1 is mostly found in the high quality theming surrounding the old park core; the neighbourhood of Punda surrounding the shark tank, and the neighbourhood of Otrobanda surrounding the wooden coaster. The urban portion of the map (minus the boardwalk) are essentially me trying to recreate the vibes of 2. 3 is found mostly around the Intamin coaster, but it's also kind of everywhere. The lighthouse also belongs here I guess. 4 is the supermarket, the infrastructure, the offices and pretty much the realistic details that are all over the map.
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